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THIS SPECIAL issue traces 
Nintendo's past 2O years inthe video 
game business through the pages 
of its official magazine, Nintendo 
Power. After the yearlong celebra- 
tion of Nintendo Power's 2Oth anni- 
versary in 2008, it seems a natural 
follow-up to focus on the incredible 
game systems and games that pro- 
vided so much great content for the 
magazine to cover over those years. Each chapter is devoted to one 
of Nintendo’s home video game consoles or handheld systems and 
the games that helped define it or make it special. It would have been 
impossible to include a description of every game for every system 
in the space allotted, but each chapter discusses significant games 
from both Nintendo and third-party publishers—games that help 





tell the story of Nintendo's evolution 
from the trailblazing NES to the revo- 
lutionary Wi. 

Nintendo's history dates back more 
than 100 years to the manufacture of 
Hanafuda playing cards, but our story 
is less concerned with tradition than 
with vision. Beginning with the devel- 
opment of the Donkey Kong arcade 
machine, Nintendo's direction for prod- 
uct development largely has come from 
three figures. Shigeru Miyamoto Is the 
most recognized and celebrated video 
game developer of all time. He has been 
called the Steven Spielberg of the video 
game world, though many video game 








fans might reverse that and say that 
Spielberg is the Miyamoto of Hollywood. 
As you read about the development of 
Nintendo's consoles, Mr. Miyamotos 
name pops up again and again, and even 
though hundreds of people have made 
important contributions to Nintendos 
games and game systems, its Mr. 
Miyamoto’s vision of what games should 
be that has driven and guided the 
efforts of many of those people. 

Behind the scenes, however, anoth- 
er man, Hiroshi Yamauchi, guided the 
course of Nintendo itself for most of 
the company’s video game era. Mr. 
Yamauchi was Nintendo's third presi- 





dent, and the man responsible for key corporate moves until his 
retirement in 2002. His decision to rely on the creativity of a young 
art graduate (Mr. Miyamoto) to develop a video game was the first of 
many decisions that make him seem almost prophetic. Mr. Yamauchi 
was often outspoken and controversial, yet he was almost always 
proven correct. 

His successor, Satoru Iwata, has proven to be just as insightful as 
Mr. Yamauchi, and he has a record of outstanding game development 
in his own right. Mr. lwata envisioned broadening the video game 
audience, which resulted in the Nintendo DS and the Wii, arguably 
the most innovative and successful technologies ever to have been 
introduced to gaming. 

Our story is filled with risk, dreams, hard-nosed business sense, 
and even a bit of luck. It’s the story of why things are they way they 
are today. 

SCOTT PELLAND MANAGING EDITOR, NINTENDO POWER (2000-2007) 
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NINTENDO 
SYSTEM . 


OUR JOURNEY through Nintendo video game history as docu- 
mented by Nintendo Power begins midway through the life cycle of 
the Nintendo Entertainment System (NES), Nintendo's first video 
game console. Since the decision to publish Nintendo Power arose 
from the success of that console and its first two years of games, 
well start with a look at the NES's early days. 

super Mario Bros.—Shigeru Miyamoto’s action-platform mas- 
terpiece released in October 1985—was the standard-bearer for 
the NES. After the boom and bust of the early BOs, when Atari and 
other video game companies essentially closed up shop, the NES 
proved to a skeptical world that video games could provide hours 
of entertainment, challenge, joy, and value. Mr. Miyamoto has often 
Said that his ideal video game is like a garden, where you can explore 
and discover hidden wonders. Super Mario Bros. was that garden, 
and the NES was the gateway that led 
to it—and to many wonderful gardens, 
some of them bright and whimsical, 
others dark and thrilling. The mid ’BOs 
were a time of experimentation, in 
which many video game genres were 
pioneered. Legendary franchises such 
as Mega Man, Castlevania, Metroid, and 
The Legend of Zelda all got their start in 
this era. Experimentation with control 
interfaces existed from the outset in 
the form of the Zapper and R.O.B. the 
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robot. The NES didn’t employ cutting- 
edge technology, but its processors 
were capable of generating sound and 
graphics that were a leap beyond those 
of the previous generation of home 
consoles. And in the hands of innovative 
programmers, the NES turned out to 
be a versatile and powerful instrument. 

The NES proved to be so popular that 
some game publishers rushed products 
to market, creating a glut of games that 
many pundits thought would result in 
the video game market collapsing anew. 
But in spite of the existence of medio- 
cre titles, there was always something 
new and exciting. Titles such as Rygar, 
Mighty Bomb Jack, The Adventures of 
Lolo, Ice Climber, Wizards & Warriors, 
Ghosts ‘n Goblins, Crystalis, and many 
others may not have generated long- 
lasting franchises, but they provided 
hours of fun, and in the end that’s what 
games are all about. 
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THE LEGEND OF ZELDA, The World of 


By 1988, a year after The Legend of Zelda was released in North America, the title was well on its way to becoming a leg- Dreams took on 
end in more than name. An additional quest, accessible on the same cartridge to players who defeated Ganon in the main a Mario-esque 
game, provided a second round of adventure with new dungeon locations and maps. Players raised on the comparatively air with the 
shallow gaming experiences from the Atari generation of video games were thrilled to discover such hidden depths. inclusion of 


Replay value entered the gaming lexicon. Mario, Luigi, 
the Mushroom 


Retainer 
(Toad), and 
Princess 
Toadstool 
(Princess 
Peach). 

The game 
introduced Shy 
Guys, Birdo, 
and Mouser 
to the Super 
Mario Bros. 
pantheon. 
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CRACK THE CODE OF THE 
TREASURE ROOMS 


KID ICARUS, 





Arcade games have long been a 
source of inspiration and even 
imitation for home-console video 
game publishers. Capcom’s Bionic 
Commando made the leap from the 
arcade environment with an NES 
version that, ironically, introduced 
a hero who didn't have the ability to 
jump at all. Instead, Radd Spencer— 
the game’s protagonist—used a 
grappling line to swing between 
platforms. The game has since seen 
several sequels. 
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Konami's vampire-hunting action series began in 
1987 with a classic platformer but quickly evolved 
into a more elaborate adventure with the release 
of Castlevania Il: Simon’s Quest. Item collection and 
exploration added to the game’s depth and helped 
satisfy the maturing gaming audience’s appetite for 
something more than nonstop action. 
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The NES Advantage joystick control- 
ler and NES Max, with its “cycloid” 
Control Pad, gave NES players two 
new ways to control their games. . ' JP 
The Advantage almost demanded to | “ : os @ 9 | ase 
be placed on a flat surface, however. = @ _ — : fant 

That made it great for game coun- Set ees spools apes es 
selors and Nintendo Power editors, 
but less ideal for sofa-perched 
players in the real world. The Turbo 
buttons on both controllers turned 
many relatively tame weapons into 
rapid-firing nightmares, and the 
Slow button on the Advantage gave 
players Matrix-like control over 
fast-breaking action. 
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ZELDA II: THE ADVENTURE OF LINK, 
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After the fall of Ganon... 


Years have passed since Ganon’s 
defeat, and Link has grown since 
epic struggie. Eut much evil 








As foretold in legends, 2 man of 
royai bearing would come to 
save Zelda and Hynsée, and nis 
hand would show & mark. 


the secret of 
efused ta tel it 
to & great sorcerer. He then cast 


& sleeping; spel on her. 


Princess Zelda kne 


the Trorce, £ 
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To overcome the evil forces. Link must 
fing the thad piece of the Triforce. 
: m and Power he has giready. Now 


Pe es . rf * 
he must find Courage. 





Unlike “The Legend of Zelda” the game consists 
of two viewpoints. in the Overhead view, Link can 
hike afong the roads or venture into the 
wilderness. if he meets an enemy off the road. 
suddenly ne is thrown inte the Side wew action 
screen where he must do battle. The view is aiso 
from the side inside the mary palaces and towns 
that He along his way. Other changes include the 
many people who talk to Link and heip him wath 
clues. He aiso has the abikty ic use 3 






















Link sets cut on roads 
unknown. 







Link yisils towns. Vitagers give him cives. 








oS 
a 
— 
bad 
= 
iS 
= 
— 


— 
— 
tot 
= 
= 
e 
c 
bbe 
— 
— 
at 





So 
— 
— 
ted 
—_ 
— 
— 
— 


—_ 
r— 
belo) 
— 
= 
— 
c 
Nol 
— 
r— 
7 





b 
3 
% 
d 





eerste ete eet et ete en etter een oes octet 


Reenter 





























SZ MENTEADS? PURER 





nana 
NINTENDO 
ENTERTAINMENT 
SYSTEM 


Fussire Yamauchi, whose great that came a laser clay target Sys- 


uischaing tadaionai Japanese g 
Style laying cards ceited “Hene- first micromrocessor ever used i7 6 
tude.” He wes determined ie pre- vdieo game. As technology moved 
duce the finest cards avsiiabie and Gh, so cid Nintendo. 

tS Gave fes cusstamers the Seggest Sssce then, Nentendc nas mov- 
jahon far they yen. His playing ei from arcade classics Hke Don- 
Wester: stye cerds thearts, im 3991, to the best seling Reere 


wy printed Disney characters on 38, Nerfemdo = committed to 
8 new Ene of caccis for kids. Again, excaience. And that & a comunit- 
Nimtendc ied the way Mem to yOu 









E RATINGS 
_ FROM A 


wernt fp NFL + 
to get an insider's viewpoint on these three sew grid gemes. ye Doug sake den 
Currantiy with the ios Angeles Sass pode e starting defen Elwey's Quarterieck and NFL footbed, 
Nintendo #ower readers hig assessment teem 


Heres Bis report: 


BRS 


gy wil need o weil-belacced offense and 5 greet defense to win 


2g. You con ploy one of the NFL's most Powerful teams, or try 
ger head with an underdog and sull off an upset. 


















LUMO ABEL 





991 PO aC CORALS YE) FARO 


SATA CP REDE TRH LEME MELE LONEEDDFEMDFEMN OEE TENHACNT AN EN ORCI AOIY MENON AA MA MeN AMS DUNN AREGEANARAG RSL 


ver necan caine 


VARMA Ia ye MORE 


ANA VARDES 


ARNE, Sa Sg AAD 


“ 


eh ee Ab Ne 







John Elways NFL. ems a 
a. Fe ee =e (or QUARTERBA 


S eee we 08 | 





we 


RaW 


yoga nya 
+ 7 


i 





ad 





4g5i ARF FESBUARE 


#4 VOLUME 4, JANUARY/FEBRUARY 1989 


SUPER MARIO BROS. 
SUPER SHOW! 


For atime, Nintendo 
so completely 
dominated video 
game culture that 

its brands could be 
found in almost every 
imaginable context. 
There were Nintendo- 
branded cereals, 
underwear, and board 
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Mixing live action with 
cartoon adventures, 
Lou Albano (Mario) 
and Danny Wells 
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1989 fall season. 
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DRAGON WARRIOR, 


Having witnessed the phenomenal sales of RPGs in Japan, Nintendo set out to bring the genre to North America and turn 
gamers here into RPG fanatics. The plan centered on introducing Japan’s most successful RPG series, Dragon Quest, to the 
NES faithful. Due to trademark concerns the title was changed to Dragon Warrior, and after the writer of this article localized 
its screen text, the game was ready to sweep across the land. The release of Dragon Warrior also led to the best subscrip- 
tion deal of all time, as Nintendo Power offered new and returning subscribers a free copy of the game. Although in North 
America the Dragon Quest series hasn’t yet matched its Japanese popularity, Nintendo’s efforts in bringing the genre to our 
shores has since been rewarded with the success of countless RPG titles and franchises. | ¢ VOLUME 6, MAY/JUNE 1989 | 
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One brave man sets out alone to combat the iranon y 






For many years Erdrick toiied in pursuit of the Dragon-ierd, 
even into the dark halls of Chariock, the dragon's dreaded 
castie. Gut in ithe end he fatied. Te three keeners he entrusted 
weapons and macica! items which would aid 4 true-hearted 
hero, siiduid one ever come to the kingdom. Then he passed 
sway into legend and the musts of folkiore. 


Then, after ages pass, a new hero arrives. 
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The introduction of Sracen Warrior recresents—- Fer == 
More than just the release of a new geme tenges. 
marks the beginning of e new and different 
direction for NES games. A few other RPGs have 
being part of as monumental s game series es g of age. Look to 
Gus Stsear of tins and clues ya ineed to revive | 
__gny stalled attempt to defeat the Dragonlord. 
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Areal American Amazon = ap ae Ninja Gaiden’s contribution to gam- 
"ES =o = ing has been significant in several 
areas. As a platform-based action 
series, it has provided innovative 
and challenging—sometimes 

even punishing—gameplay. But 
when the first Ninja Gaiden 
appeared on the NES, it introduced 
something just as compelling as its 
difficulty: a dramatic narrative by 
way of cut-scenes. The marriage of 
comic-book-quality storytelling and 
hardcore platform action proved 
to be an intoxicating mix that has 
survived to the present day. 
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which sponsored a 
part sweepstakes and 
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The lion’s share of the marketing 


effort was executed by Nintendo 


Power 


second part of its strategy to 
three 


introduce American gamers 


to Japanese 
produced a miniguide that was 


Nintendo of America brought 
this popular Square Soft 

RPG to North America as the 
packaged with the game. With 
its rich storytelling and funky 
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Final Fantasy was a big hit. 
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Mega Man's third action- 
adventure introduced 
Rush—the robotic dog—and 
Mega Man’s slide move, which 
remained an important tech- 
nique in many subsequent 
Mega Man titles. Challenging 
platform action and creative 
bosses, each of which gives 
up a critical new ability that 
Mega Man can use in later 
battles, are hallmarks of this 
fan-favorite franchise, which 
is still going strong. 
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Battletoads, 

created by British 
developer Rare, offered 
exceptional graphics 
that represented the 
pinnacle of technological 
achievement for the NES 
at a time when gamers 
were shifting to the 

new 16-bit consoles. 

It also established 

Rare in particular and 
non-Japanese studios in 
general as major players 
in the industry. 


ss Reasd shout thers New 
fief Rare and Tradewest are 


tart Gueey's Tower and tayorsti 








12 








Ba SOO 





GAME BOY 


MOBILE GAMING didnt begin with the Game Boy. Nintendo's 
Game & Watch games and numerous simple handheld games, such 
as Mattel Football, preceded the Game Boy. But the Game Boy repli- 
cated the type of action gamers expected from their home consoles, 
and it did so in a portable, remarkably tough, and versatile handheld 
system, and that was unprecedented. 
The Game Boy's longevity is also notable. 
In an industry that typically introduces a 
new generation of hardware every five 
to six years, the handheld’s active life 
was double that! Over its lifetime the 
device shrank, and it received brightly 
colored casings and eventually a color 
screen. Most impressive of all, its appeal 
didn't wane until the Game Boy Advance 
finally appeared in 20071. 

The secrettothe Game Boy's success 
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GAME BOY 

















was not the technology it employed. 
Better-looking graphics were available 
on the Atari Lynx and the Sega Game 
Gear. But Nintendo designed the Game 
Boy to be serviceable, long-lasting, and 
easy to program. The Game Boy’s 
secret was a combination of those engi- 
neering decisions and its vast library 
filled with must-have games, most nota- 
bly Tetris. The importance of the system 
as a profit center for Nintendo can't be 
understated, either; in spite of what 
was happening in the heated home- 
console wars, the handheld provided a 
steady stream of revenue. The NES may 
have bootstrapped Nintendo's success, 
but the Game Boy assured tt. 

The Game Boy's longevity provided 
a safe haven for experimentation, and 
as a result struggling genres such 
as RPGs and puzzle games, as well as 
clever technical toys like the Game Boy 
Camera and Printer, found a home on 
the system. Even late in Its life the Game 
Boy was perfectly suited to host the 
phenomenon that was Pokémon. So 
complete was Nintendo's domination 
in the handheld category that few chal- 
lengers stuck around for more than 
a few years, and none succeeded at 
grabbing meaningful market share. The 
Game Boy's history is a testament to 
the adage ‘less iS more.’ 
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GAME BOY NEWS 


The first mention of Game Boy in Nintendo Power revealed a host of features, including 
the ability to connect two Game Boy units (via Video Link Cable) for multiplayer action. 
Although connectivity was seldom implemented as a significant feature in many 
games, it remained a much ballyhooed promise throughout Game Boy’s lifetime. 


GAME BOY’S LAUNCH MAGIC 


Super Mario Land, Baseball, Alleyway, 
Tennis—those were the games one 
might have expected for the launch 

of anew video game system, but the 
crowning brilliance of the Game Boy’s 
launch was to include Tetris as a pack-in 
title. Nintendo secured the rights to use 
Alexey Pajitnov’s addictive action-puzzle 
game and leveraged Tetris (“From 

Russia with Fun,” as it was marketed) 

to promote Game Boy. As Wii Sports 

has been for Wii, Tetris was the perfect 
game for Game Boy—it demonstrated 
many of the system’s strengths and it 
was almost impossible to put down. 
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GAME BOY ARRIVES 


After several months of lead-up, the Game Boy launched in August 1989. Contrast that to the years of news and updates that often 
precede the launch of a video game console or major title today. The culture of rabid anticipation had not yet overtaken video game fans; in 
fact, | can still recall the feeling of surprise and wonder when the first Game Boy showed up at Nintendo of America and | held it in my mitts, 
marveling at the weird yellowish graphics and thinking how cool it was. RGWSMEIERSSSrS SSS elai SEE Et 
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SUPER MARIO LAND, 


The idea of launching a system along with a new Super Mario Bros. game may have begun with the NES, but with the Game Boy and Super 
Mario Land it became a tradition. With the Game Boy ranking as one of the top-selling video game systems of all time, it should come as no 
surprise that Super Mario Land is one of the top-selling Mario games in history. 
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FACEBALL 2000 





Xanth Software F/X 
developed MIDI Maze— 
one of the first 3-D first- 
person shooters—and 
then created a Game Boy 
version (Faceball 2000) 
that was published by 
Bullet-Proof Software. 
The flat-shaded mazes 
and characters of 
Faceball 2000 were no 
great shakes visually, but 
the hide-and-seek action 
was later employed in 
Doom and subsequent 
first-person shooters, 
and the FPS became one 
of the dominant video 
game genres. 
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lf anyone doubted that the | e : 
Game Boy was up to the task of | § i 
hosting a complex, full-bodied Ss LEZ y® | 
adventure game, The Legend of , | S AWAKENING | 


Zelda: Link’s Awakening proved 
them wrong. Link’s first adven- 
ture on a handheld system was 
as elegantly crafted as any of the 
home-console Zelda titles. 

| VOLUME 50, JULY 1993 3 
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Kirby wasn't the 
only Nintendo 
character to begin 
his video game 
career on the Game 
Boy. Wario first 
appeared as the 
antagonist in Super 
Mario Land 2, 
having transformed 
the inhabitants of 
Mario Land into 
zombies while 
Mario was off 
adventuring in 
Sarasaland in the 
first Super Mario 
Land. 
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SUPER GAME BOY, 
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The Super Game Boy made 

it possible to play Game Boy 
games on television via the 
Super NES. Players could map 
four colors to the four shades 
of grey used to generate Game 
Boy graphics, thus creating 

a limited-color presentation 
of black-and-white games. 
Some later titles incorporated 
color palettes that provided a 
superior graphical experience 
when the game was played on 
the Super Game Boy. 
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was a slimmed down 
version of the Game 
Boy. It still played all 
Game Boy game paks, 
but it required a modi- 
fied Game Link cable. 
The Game Boy Pocket’s 
screen displayed 4 
true black-and-white pt ; SECOND PRIZE 
3 : NINTENDOS POWER 
graphics, replacing the : x 2 SHIRTS 
old-style amber display. 
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The Game Boy Camera 
Snapped low-resolution 
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pictures that could be manipu- 
lated in an amazing number of 
| ways using the accessory’s 
| built-in software. The device 
included several games, a Sur- 
| prisingly robust music editor, 
and frame-editing capabilities 
| that allowed users to create 
short video sequences. The 
Game Boy Printer was a more 
limited device that let users 
print stamp-sized images from 
the Game Boy Camera. 
¢_ VOLUME 107, APRIL 1995 | 
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On the day that color came 
to Game Boy, you could 
probably have heard lots 
of people say, “Well, it's 
about time.” But Nintendo 
has seldom been accused 
of rushing products to 
market, and only in1998 
was the company sure the 
world was finally ready for 
a mass-market, handheld 
gaming system with color 
graphics. With a palette of 
more than 32,000 colors, 
the Game Boy Color (GBC) 
was just the breath of 
fresh air the Game Boy 
franchise needed, and 
since it was backward 
compatible with all previ- 
ous Game Boy games, it 
launched with hundreds of 
titles already on shelves. 
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GAME BOY 
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There was great rejoicing 
when the original Super 
Mario Bros. came to 
GBC. It was a no-brain- 
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POKEMON GOLD AND POKEMON SILVER, 


By the time Pokemon Gold and Pokémon Silver arrived for the Game Boy Color, the Pokémon faithful were ready for some- 

thing new, having gone two years with only Pokémon Yellow to sate their thirst for new Pokémon experiences. What they got 

was the land of Johto (which was crawling with 100 brand-new Pokémon as well as the original bunch from Pokémon Red and 
Pokémon Blue), a real-time clock, new specialized Poké Balls, and the ability to breed PokémonEggs. RG@@UGREESSSg0S.EESEcEER: 
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The Mobile System GB gave 
Japanese Game Boy Color 
owners the opportunity to 

connect their game systems 


to their mobile phones;once § GAME BOY TAKES 


connected, they could access T AIR 
the Mobile Data Center to ses team takeae ene 


exchange game data, receive 
email, and get game news. 
The big win was for Pokemon — 
Crystal players, who could _- ‘uae lee —— weaken 
trade Pokémon and battle ' : poe some 
championship teams using 
the network. Although the 
Mobile System GB never 
made it across the Pacific, 
much of its functionality later 
made it to the Nintendo DS. 
| VOLUME 143, APRIL 2001 A 
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BY THE late 1980s, the 16-bit video game generation had been 
ushered in by NEC's TurboGrafx16 and Sega's Genesis (both released 
in North America in 1989), and although the NES still dominated the 
video game market in Japan and North America, it was getting a 
bit long in the tooth. By 1990 it was clear that Nintendo would have 
to enter the technology race or be left behind. The Big N’s answer 
was the Super Nintendo Entertainment System (Super NES), which 
debuted in Japan as the Super Famicom in November 1990 and 
arrived in North America nine months later. 

superior graphics were the main advantage of 16-bit process- 
ing, and the Super NES was loaded with features such as multiple 
scrolling parallax backgrounds, 32,000 colors, and Mode 7 scaling 
and rotation, which allowed program- 
mers to create 3-D effects in games 
such as Pilotwings, F-Zero, and NCAA == 
Basketball. The Super NES was _ an 
immediate hit in both Japan and North 
America, but for several years the 
marketplace was divided almost equally 
between the Super NES and the Sega 
Genesis, which had built a reputation 
for being cool and holding a technologi- 
cal edge due to its “blast processing.” 
The systems’ sales figures remained 





SUPER NES 








deadlocked for several years, but in 
the end the Super NES prevailed and 
ultimately outsold the Genesis by a 
considerable margin. 

With greatly improved graphics 
capabilities at their disposal and years 
of experience garnered from program- 
ming for the memory-restrictive NES, 
ouper NES developers began creating 
some of the most refined and memora- 
ble video games ever seen. Super Mario 
World, The Legend of Zelda: A Link to 
the Past, Street Fighter Il, Super Mario 
Kart, Super Star Wars, Final Fantasy Ill, 
ActRaiser, Super Metroid, and Donkey 
Kong Country all still rank as some 
of the best games ever made. Some 
industry-followers consider the 16-bit 
generation to have been the golden 
age of video games. Undeniably it was a 
time brimming with awesome titles and 
exciting innovations. 











SUPER NES NEWS 


The Japanese launch of the Super NES 
was met with such enthusiasm that 
the Japanese government requested 
that all subsequent video-game- 
system launches should occur over 
the weekend to minimize disruption 

of businesses and schools. In North 
America, Nintendo Power provided 
early peeks at the console and its first 
wave of games. 


i) 


If Super Mario World 
demonstrated the Super 
NES’s ability to portray a 

magical world, F-Zero dem- 
onstrated that the console 
could generate raw speed. 
Elevating the race tracks 
high above the ground not 
only fit into the futuristic 
theme of the game, but also 
helped create an illusory 
3-D setting by eliminating 
the need for environments 
bordering the track. 

| VOLUME 29, OCTOBER 1991 A) 
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SUPER MARIO WORLD, 


Every new console should 
have at least one game that 
demonstrates why the system 
is an improvement over 

the previous generation's 
offerings. For the Super NES, 
that game was Super Mario 
World (SMW), which was 
packed in with the console 
early on so nobody was likely 
to miss how impressive the 
Super NES was. SMW was a 
sprawling, jam-packed, colorful 
circus of a game that proved 
beyond a shadow of a doubt 
that Shigeru Miyamoto and 
SMW director Takashi Tezuka 
were masters of their art. This 
was the game that introduced 
nonlinear play to the Mario 
series by allowing entrance 

to the game’s 72 stages from 
a world map. It introduced a 
lovable green dinosaur named 
Yoshi—Mario’s trusty steed. 
There were new moves, new 
challenges, hidden worlds, and 
special graphical effects such 
as scrolling backgrounds and 
scaling sprites that added to 
the game’s impact and made 
it one of the all-time favorite 
Nintendo games. 
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FINAL FANTASY Il, | 


The arrival of Final Fantasy Il in North America (known as Final Fantasy IV in Japan) 
is probably a bigger event in retrospect than it was at the time. Who could have 
predicted the Final Fantasy franchise’s phenomenal breadth, longevity, and appeal? 
Series-favorite characters Cecil, Kain, and Cid became the first of many heroic fig- 
ures to win fame in the Americas. Largely due to the emotional impact Final Fantasy 
games stirred among their fans, the discussion of the importance of narrative and 
artistic concerns in video games was ignited. The debate rages to this day; some 
people argue that video games are an interactive narrative art form, while others 
believe games are just games. But if emotional involvement is a measure of artistic 
value, then Final Fantasy Il and its brethren must surely be works of art. 
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THE LEGEND OF ZELDA: A LINK TO THE Foes ; 
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PAST, : 


Link's third adventure remains for many 
gamers the best Super NES title, and many 
of them would argue that it is the best 
game of all time. Franchise staples such 

as the spin attack, the Master Sword, the 
Hookshot, the Pegasus Boots, and dual- 
world exploration were first experienced 
in A Link to the Past. Nintendo’s master 
composer, Koji Kondo, made the most of 
the Super NES’s sound-processing capa- 
bilities (which were substantially improved 
over the NES’s) and created a score that 
added emotional depth to a mesmerizing 
gaming experience. 
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FIGHTER Il: THE WORLD WARRIOR, 
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Street Fighter II gave the fighter genre its 
big break; the game ruled the arcades, and 
then conquered North American homes by 
way of the Super NES. Although the unique 
six-button, arcade-style controls had to 

be reconfigured for the home console, the 
blistering action, special moves, and colorful 
fighters translated well—so well that 
Street Fighter Il for Super NES still ranks as 
i Capcom’s top-selling game of all time. 
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The Mario Kart series is yet 
another top Nintendo franchise 
that got its start on the Super 
NES. Mode 7 scaling and rotation 
were implemented to create 3-D 
effects, but Super Mario Kart’s 
real eye-opening innovation was its 
chaotic racing style and the use of 
items such as Koopa shells to hurl 
at opponents or mushrooms to 
give you a speed boost. Mario Kart 
became so popular that it spawned 
anew subgenre: kart racing. 


STAR FOX, 


Ne Star Fox is - frst of a new beoed of games. 
At ws heart is the amazing Super FX chip-a 3 
computer built right into the Game Pak. As F 
McCioud and his cronies try to save Corneriz. they 
= {and you} experience 3D resis 
_ never seen before on any video 
Seeame sysiom. 













SUPER STAR WARS, ~ 


One of the most accomplished developers for the — NES 
was found not in Tokyo or London, but in Salt Lake City, Utah. 
Sculptured Software made its mark on the 16-bit generation 
with dynamic graphics, and by translating one of the great 
cinematic experiences—Star Wars—to the Super NES in Super 
Star Wars. Much of the game was presented as side-scrolling 
platform action, but you knew that the Force was with you when 
you got to drive the landspeeder or sit in the Millennium Falcons 
gun turret and blast TIE fighters. 
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THE LOST VIKINGS, 












Developed by Silicon 
S Synapse, which 
later became Blizzard 
Entertainment, The Lost 
Vikings introduced an 
engaging style of platform 
action that utilized multiple 
player-controlled main 
characters, each witha 
unique capability, that the 
player used one at atime to 
overcome a variety of clev- 
erly constructed obstacles. 
Erik, Olaf, and Baleog—the 
three Vikings who were lost 
in time—provided humorous | a , 
dialogue between stages. | e- = Stic ssasSsae 
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SUPER NES CONTROLLERS 


The growing list of Wii accessories may seem unprecedented, but consider all the 
controllers created for use with the Super NES. Some, such as Nintendo’s Super 
Scope, were used with a handful of shooting-focused games. Others were much 
more obscure, such as the Miracle Piano Teaching System—a keyboard you could 
connect to your Super NES to inspire yourself to practice playing piano while using 
the keyboard as a controller. | VOLUME 48, JUNE 1993 4 2] 
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MORTAL KOMBAT, 


KEN GRIFFEY JR. PRESENTS: MAJOR LEAGUE 
BASEBALL, RELEASED MARCH 1S 


lf Nintendo’s lineup has had a glaring weakness over the 
years, it has been in the area of sports simulations. During 
the mid ’90s, however, that void was partially filled by a 
series of baseball games featuring superstar Ken Griffey, 
Jr. At the time, Griffey played for the Seattle Mariners, and 
Nintendo’s majority ownership stake in the team made 
the endorsement a natural fit. Unlike Nintendo’s focus on 
simple or wacky sports games such as Wii Sports and 
Mario Super Sluggers, the Ken Griffey Jr. series provided a 
realistic yet accessible simulation that still ranks as one of 
the best baseball experiences in video games. 
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SUPER 
METROID 


Nintendo’s RSD1 unit and 
Intelligent Systems reprised 
NES sci-fi hit Metroid with 

a masterful sequel for the 
Super NES. Although the 
exploration and reward 
elements were taken 
straight from the original 
Metroid’s mold (and in 

fact Super Metroid even 
takes place on the same 
world—Zebes), the Super 
NES game’s story took place 
after both Metroid (NES) 
and Metroid II (Game Boy), 
and incorporated many new 
areas, moves, and items. It is 
widely viewed as one of the 
best games for the console. 
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FINAL FANTASY Ill, 






Final Fantasy Ill (known as 
Final Fantasy VI in Japan) 
ranks as one of the finest 
RPGs ever made. With a 
Sweeping story, memorable 
scenes, and a cast of char- 
acters that ranged from 
comic to evil, Final Fantasy Ill 
was as much about evoking 
emotion as providing a 
gaming challenge. That isn’t 
to say that the challenge was 
lacking in any way; rather, it 
is areflection of how novel it 
was for games of that era to 
resonate emotionally. 




















A MYSTERIO PAST 


SUPER NES 
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The original Punch-Out!! for the NES 
proved the folly of using celebrity 
endorsements when ex-champ Mike 
Tyson ran afoul of the law. But the 
game had been a success not just 
because of Tyson’s presence, but 
because it created a fun boxing 
experience based on pattern 
memorization and the need for quick 
reflexes. Super Punch-Out! drew 
on those elements and proved to be 
just as engaging as its predecessor. 
The Punch-Qut!! franchise has lain 
dormant for some time, but with a Wii 
Punch-Qut!! on the way, the future 
looks bright. 


BOXING BRAIN 
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YOSHI'S ISLAND: SUPER MARIO WORLD 2, 


At a time when most studios were chasing 
the golden ring of photorealism and CD-ROM- 
driven cinematic animation, Nintendo's 
masters of Mario (Tezuka, Miyamoto, and 
team) were chasing a very different dream— 
the creation of interactive storybooks. 
Yoshi's Island—the sequel to Super Mario 
World—was presented with a handcrafted 
art style that belied the technological power 
of the Super FX 2 chip that was required to 
make it work. That same aesthetic can be 
seen in the Paper Mario series, The Legend 
of Zelda: The Wind Waker, and The Legend of 
Zelda: Phantom Hourglass. 
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EARTHBOUND, 



























SUPER MARIO RPG: LEGEND OF 
THE SEVEN STARS, 220-4520 4 








Super Mario RPG was a collaboration 
between Square Soft and Nintendo that 
featured prerendered graphics and a mix 
of RPG and action gaming elements, and 
was the first time players really got to 
explore the Mushroom Kingdom and talk 
to its inhabitants. Advanced Computer 
Modeling (ACM) techniques using Silicon 
Graphics workstations were employed, 
and Shigeru Miyamoto oversaw the pro- 
ject. With the launch of the Nintendo 64 
just a few months away, Super Mario RPG 
marked the end of the Super NES era. 











HARDWARE DESIGN always reflects trade-offs, and in the 
competitive home video game console market those trade-offs 
can define a system and determine its fate. The Nintendo 64 (N64) 
was designed to usher in a new age of 3-D gaming. Mr. Miyamoto’s 
dream of creating magical gardens that players could explore would 
be better served by access to a 3-D environment than the 2-D 
worlds of the NES, Game Boy, and Super NES. If the future belonged 
to 3-D, Nintendo's association with Silicon Graphics (which devel- 
oped during the Super NES era on projects such as Donkey Kong 
Country) seemed to be the ideal partnership. Together, Silicon 
Graphics and Nintendo would lead the next home-console genera- 
tion with a powerful, 64-bit processor capable of creating unprec- 
edented realism. Dubbed the Nintendo 64, the system was touted 
as the supercomputer of video games. 

But along with the N64's advanced 
technology came several hurdles, per- 
haps the greatest of which was the 
manufacturing cost of the N64'’s Game 
Paks. Third-party publishers incurred 
higher costs and risks to bring an N64 
game to market, and naturally that 
ended up limiting the number of titles 
they made for the system. To justify 
the choice Nintendo cited much faster 
load times from Game Paks than from 


NINTENDO 64 








discs, and better security to foil 

pirates. A number of publishers 

were able to overcome the sys- 

tem's development hurdles and 

produce truly stunning graph- 

ics, but many didn't have the 
resources to do so. The learning curve 
was high for N64 developers. 

For all of the challenges the N64 
faced, it sold more than 3O milllion 
units—even more than Sega's Genesis, 
which was considered a huge success. 
And the library of games—although it 
wasnt as large as the lineups for pre- 
vious systems—was filled with trea- 
sures. For gamers who sought quality, 
the N64 provided some of the best 
gaming experiences ever produced. 
super Mario 64 may be the most 
important video game of all time Cand 
itS certainly one of the most fun to 
play) and GoldenEye OO/7 still ranks 
as one of the best multiplayer gaming 
experiences, and The Legend of Zelda: 
Ocarina of Time tops many lists for 
best game ever made. Fortunately for 
gamers who missed the N64 boat, 
many of the system's top titles are 
available on Wiis Virtual Console. 











N64’°S DEBUT 


Super Mario 64 and Pilotwings 64 were the two games slated to be 
available at launch, and Nintendo Power covered them, along with 

the rest of the first wave of N64 titles—GoldenEye 007, Cruis’n USA, 
Wave Race 64, Body Harvest, Blast Corps, Star Wars: Shadows of the 
Empire, Doom 64, and many more were showcased. In many Cases, 
however, the games were slow getting to the developmental finish line 
and into players’ hands. The dearth of games for the N64's first year 
probably doomed the system to play second fiddle to the PlayStation. 
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MIYAMOTO SPEAKS 


In an interview reprinted from Japan’s Famimaga 64, 
Shigeru Miyamoto shared his thoughts on the develop- 
ment of the N64 and Super Mario 64. As with most of his 
games, controlling the main character was of primary 
concern. The N64’s triple-handled controller with the 
centrally located analog Control Stick may have looked 
odd, but it was extremely versatile. Its C Buttons were 
so-called because they were intended to be camera 
controls, but developers were free to use them any way 
they desired. Miyamoto envisioned lots of moves for Mario, 
including easy one-button maneuvers and hidden actions 
accessed by combinations of moving the Control Stick and 
pushing buttons. 








SUPER MARIO 64, # 
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In many ways Super Mario 64 is the 
finest expression of Mr. Miyamoto’s 
long-sought-after magical interactive 
garden. It is a game he thought about 
for five years before really sitting 
down to work on it. The result was 

a game that shaped the hardware 
platform as much as the platform 
shaped it. It is quite likely that had Mr. 
Miyamoto not envisioned Super Mario 
64 as a free-roaming, 3-D experience, 


the N64 would have been a very differ- 


ent machine. In short, Super Mario 64 
impacted everything that followed. 
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CONKER’S BAD FUR DAY, 





Before Conker took up a variety of self- 
destructive activities, he was an adventure- 
bound squirrel headed down the traditional 
Nintendo career path. In Nintendo Power’s 
early preview, the game was called Conker’s 
Quest, and it focused on innovative new tech- 
niques for conveying character expressions 
and awareness of the gaming environment. 
The developers described Conker as more 

of a pal than a traditional video game hero. 
When the game was finally released (with 

a Mature rating from the ESRB) Conker’s 
persona was anything but cute and fluffy. The 
Nintendo Power Player’s Guide for Conker’s 
Bad Fur Day was a hilarious tribute to the 
wild antics in the game, and is one guide that 
no mature reader should miss. 
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DIDDY KONG RACING, 






The idea behind Diddy Kong 
Racing was to combine 
adventure elements with kart 
racing. There were bosses to 
race against and treasures to 
collect, but the biggest thrill 
was the variety of vehicles 
(karts, boats, and planes) and 
the inventive courses. The 
superb game was later revived 
with a DS sequel. 
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NINTENDO 64 













Nintendo earned some much- 
needed street cred with 
1080° Snowboarding. The 
game’s physics [like those in 
the similarly awesome Wave 
Race 64) seemed to replicate 
the snowboarding experience 
to an amazing degree, and 
1080°’s graphics were some 
of the best seen on the N64. 
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BANJO-KAZOOIE, 2 


As evidenced by Conker, Nintendo began publishing more titles 
that focused on brand-new characters and brands in addition to 
the classic properties, such as Donkey Kong, that had brought the 
company its greatest successes. The bird-and-bear team of Banjo 
and Kazooie gave the N64 two of its best new stars. Banjo-Kazooie 
provided 3-D platform action a la Super Mario 64, but with added 
humor and superior graphics. 
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The developers of the fan-favor- 
ite Super NES hit Lemmings 
went from building inviting 
action-puzzlers to an early 
sandbox adventure, Body 
Harvest, which included so 
many types of gameplay—from 
driving and third-person per- 
spective exploration to pitched 
battles with aliens—that It 
made you wonder how it all fit on 
one Game Pak. 
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ROGUE SQUADRON, 


& you saw our preview 
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est issee, thes you 
knoe thet Star Wars: 


Factor 5—partnered with LucasArts—dug deep | Rogue Squadron i = 


Srsi-class based & 
tkaracters and 


into the N64’s architecture and created custom —— 
microcode solutions and clever programming work- 
arounds to wring impressive graphics from the 
N64. Star Wars: Rogue Squadron was one of the i 
games that benefited most from Factor 5's exper- 7 evil Eropice! 
tise. The mission-based shooter was not only a visu- 
al feast; it was fast, challenging, and fun. 





MARIO PARTY, : 


Mario Party blended old-style board-game concepts with 
fast-paced minigames in a winning combination that foreshad- 
owed WarioWare and a host of games for Wii. What Mario 
Party (and its many successors) did best was provide fast, 
frantic, four-player fun—just like the box advertised! 
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SUPER SMASH BROS., | 


In the late 1990s, Masuhiro Sakurai and Satoru Iwata (now Nintendo Co. Ltd.'s president) developed an unusual fighting game at HAL 
Laboratory that was all about knocking your opponent off of a platform. When they got the incredibly clever idea of populating the game 
with Nintendo's signature characters, success was assured. Nintendo debuted the game in Japan, where it became a runaway SUCCESS. 
When it was later brought to North America, the four-player battles became a social gaming phenomenon that has grown even stronger 
with the series’ subsequent tworeleases. M=TUIM=EREWSSSTEEEERS 
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MARIO GOLF, 





By combining excellent play control and real-world physics with 

fun modes such as Ring Golf and Speed Golf, and topping it off with 
Mario and his pals (plus a few new characters), Mario Golf became 
the model for other sports-themed Mario games for years to come, 
such as Mario Tennis. 
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JET FORCE GEMINI, 


Jet Force Gemini was surprisingly dark and violent for a Rare title. 
The sci-fi-themed third-person shooter featured a co-op mode for 
two players to battle through the main story mode—something 
that remains unusual to this day. 
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THE LEGEND OF ZELDA: 
MAJORA’S MASK, 2: 
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Following on the heels of Ocarina 

of Time by just two years, Majora's 
Mask was a sweet surprise for 
Zelda fans. Instead of Hyrule, 
players found themselves in the 
alternate world of Termina, where 
the moon was slowly falling out of 
the sky due to the Skull Kid’s mis- 
chief. The unique story impacted 
gameplay in a significant way as 
players repeatedly experienced 

the three days preceding the 
disaster as they attempted to 
prevent it from taking place. In each 
subsequent Ground Hog Day-esque 
do-over, more clues had to be 
uncovered and appropriate steps 
taken. Majora’s Mask was one of a 
handful of titles that required the 
N64 Expansion Pak—extra memory 
that was plugged into a port on the 
top of the console. 
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AT SPACE World 2000, just minutes before Nintendo took the 
wraps off the Nintendo GameCube, Nintendo introduced the world 
to the Game Boy Advance (GBA)—the handheld successor to the 
Game Boy and the Game Boy Color. With 32-bit processing power 
capable of producing graphics equal to those of Super NES titles and 
even some Nintendo 64 games, the GBA was a great technological 
leap forward, but backward compatibility with the Game Boy and the 
Game Boy Color kept the game libraries of those earlier systems 
alive, as well. Game Boy Advance had one foot in the future and one 
in the past. It could connect to the Nintendo GameCube and even 
serve as a controller for some GameCube games, but it reproduced 
the winning traits that had made the Game Boy such a phenomenal 
success for SO many years: It was small, power-efficient, linkable, 
easy and inexpensive to program for, 
and it had a big library of games from 
the start. Although Nintendo's third 
pillare—the Nintendo DS—would launch 
just three years after the GBA, the GBA 
would become one of the best-selling 
video game systems of all time. 

The GBA was such a monumental 
success that Nintendo Power decided 
to publish a quarterly publication dedi- 
cated to strategy coverage of GBA 
games. That decision was due in part 
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to one of the great shifts in gaming 
that occurred during the GBAs hey- 
day; developers began churning out 
handheld RPGs! Handheld titles during 
the long Game Boy period were often 
fairly short action games or puzzles, 
many of them targeted at a young 
audience and most of them designed 
to be played for short periods of time. 
But the more powerful GBA was quite 
Capable of handling sophisticated, in- 
depth, long-lasting games, and before 
long the biggest franchises in the RPG 
world—Final Fantasy, Dragon Quest, 
Fire Emblem, Breath of Fire—migrated 
to the small screen, and stunning new 
franchises debuted, including Golden 
sun and Advance Wars. When the GBA 
got a smart, compact redesign in the 
form of the Game Boy Advance SP in 
20038, the stage was set for handheld 
games to make their way into more 
pockets than ever before. 








GAME BOY ADVANCE DEBUT 


During the Game Boy’s long reign, Nintendo’s home video game 
consoles had gone through two generations (Super NES and 
N64) and were moving on to a third (GameCube), so if portable 
gaming was going to keep pace, Game Boy Advance had a lot of 
catching up to do. The difference in graphics between the 8-bit 
Game Boy and the 32-bit GBA was eye-popping, as was the 
impressive forecast of games given at the GBA’s Space World 
unveiling. Advance Wars, Bomberman, Castlevania, F-Zero, Fire 
Emblem, Golden Sun, Mario Kart, Mega Man, Tactics Ogre, and 
Wario Land were all on that early list. 
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GAME BOY ADVANCE ARRIVES IN JAPAN 
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GAME BOY ADVANCE PREVIEW 


At the time of the GBA’s Japanese launch, Nintendo Power reported 
that 300 development teams were already working on new games 
for the fledgling system. Part of the big news from Nintendo was that 
an updated version of Super Mario Bros. 2—entitled Super Mario 
Advance—was going to be ready for launch. 


ou 
i) 

— 
== 
— 
=o 
ox 





Mario Bros. meets Super 
Mario Bros. 2 in Super 
Mario Advance, a Game 
Pak with two times the 
action and fun! 
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GOLDEN SUN, 





Nintendo produced a 
gorgeous and engaging 
RPG for GBA. Golden 
Sun introduced unique 
magical creatures 
known as Djinn that 
modified the capabili- 
ties of the characters 
to which they were 
assigned. This original 
game was closely linked 
with its 2003 sequel, 
Golden Sun: The Lost 
Age, in which players 
took on the role of the 
antagonists from the 
first Golden Sun. 
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MARIO KART: SUPER CIRCUIT, 





A Mario Kart game didn’t appear 
ona handheld system until the 
GBA was released, but the Game 
Boy Advance was perfectly 
suited to fast-paced kart action. 
Super Circuit was developed 

by Intelligent Systems, and it 
included Vs. and Battle modes 
for four players and a ghost 
swap feature for sharing top 
times with a linked player. 
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ADVANCE 


Nintendo Power 
Advance didn’t 
last long—just 
one year—but 
the decision to 
publish a quar- 

terly special issue 
focusing on GBA 
mini strategy 
guides reflected 
the depth of the 
games that were 
being released 
for GBA. 
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Any Zelda title is a big deal in the gaming world, but when you 
combine one of the greatest single-player adventures in the 
series (A Link to the Past, which first appeared on the Super 
NES) with an addictive new multiplayer game, that’s huge. Four 
Swords accommodated up to four players, and it adjusted puzzle 
requirements to reflect the number of players connected. When 
a player completed Four Swords, a new dungeon opened in A Link 
to the Past, so there was a real inducement to link up with some 
friends. Pardon the pun! 
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Relive the fond memories of your 
NES days with full e-Resader 
versions of Clu Ch: Land, 
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GAME BOY ADVANCE SP, - 


The Game Boy Advance SP (SP stood for Special 
replaced the somewhat awkward horizontal layout 





Illuminate Your 
Le a liiehit 4 BA 


of the original GBA with a compact clamshell design < 
reminiscent of a laptop computer. When open, the 2 BOKTAI: THE 
GBA SP was about the size of the old Game Boy Color. & SUN IS IN YOUR 
> 


The sophisticated design was available in a number 
of colors, including a limited golden Zelda edition 
imprinted with a Triforce on its case. 
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vampire-hunting 
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be considered a 


fun game even 
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: _ Metal Gear series) 
SERIE .. in Real Ti - hadn't come up 
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ere em a Severe Sue your solar vampire 
shooter, the 
Gun Del Sol. This 
: gameplay element 
Sel eigglt aint re 2 sos #4 | forced players to 
2 f= spend time outside 
soaking up some 
rays—if not for 
their own health, 
at least with the 
laudable intention 
of destroying 
vampires. 
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MARIO & LUIGI: SUPERSTAR 
SAGA, 
With a nod to Super Mario — ir = Ls : 
RPG, the Mario & Luigi: ib Swe i. 
: E ~ .“< BATTLING BEANBEAN KINGDOM'S BADDIE: 
Superstar Saga development OS ee : Nes aa Segerar Sug Her so senders ie ll 


team created a unique RPG 
that placed a premium on skill 
and timing to get the most out 
of an attack. The gameplay was 
engaging enough to demand 

a sequel ( Mario & Luigi: 
Partners in Time for Nintendo 
DS), but the game’s hilarious 
dialogue was just as big a 
reason for Nintendo fans to 
give it a whirl. 
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FINAL FANTASY | & Il: DAWN OF SOULS, 


THE LEGEND OF ZELDA: THE 
MINISH CAP, 
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Link’s original GBA adventure 
explores the tiny world of the 
Picori, whom Link must help 
in order to save Princess 
Zelda from Vaati. The Minish 
Cap reflected story and game 
elements introduced in Four 
Swords and The Wind Waker, 
but it also contained new 
components, such as the 
Kinstones and Ezlo. 
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NINTENDO 





PROGNOSTICATORS OF doom seldom consider the big pic- 
ture: Nintendo's recent history is a case In point. During the Nintendo 
GameCube’ lifetime, many industry observers took a cursory glance 
at home video game console sales and proclaimed Nintendo to be on 
the way out. The GameCube (GCN) was claiming a smaller piece of the 
gaming pie than past Nintendo systems. The Big N, some believed, 
should morph itself into a software publisher, following in the footsteps 
of Sega. But such extreme measures would have been short-sighted 
in light of Several positive trends, such as Nintendo's continuing profit- 
ability thanks to first-party software sales and the ongoing success 
of its handheld systems. Another of Nintendo's strengths has been its 
ability to design hardware to fit the needs of innovative games; had the 
company abandoned Its platform-maker status, It would have given up 
control of its ability to innovate fully, and 
that would truly have been a tragedy. 
Nintendos experience with the 
N64 led to several important chang- 
es for GameCube. Even though the 
GameCube's discs held less data than 
those for the Xbox and the PlayStation 
2, they were adequate for most games, 
and they were both less expensive 
and faster to produce than game paks 
had been. Less noticeable but even 
more important was the fact that the 






GAMECUBE 





GameCube was built with developers in 
mind. The console was both powerful and 
friendly, and the result could be seen at 
launch; whereas the N64 launched with 
a small handful of titles, GameCube had a 
dozen. Even so, Sony's PlayStation 2 had 
a one-year jump on both Nintendo and 
Microsoft in this generation, and given 
sony’s already-considerable library and 
strong third-party support, the only 
way Nintendo could stand out from the 
crowd was with exclusive games; most 
of the best-sellers for GameCube were 
developed by Nintendo, but there were 
third-party winners, too. 

In the early years of the 21st cen- 
tury there were many indications that 
Nintendo was shifting its focus. (That 

shift would eventually lead to the 
wild success of Wi.) Nintendo's 
brass believed taking part In a 
three-way race to produce ever- 
more-powertul processors was 
a losing proposition. As the com- 
panys new president, Satoru 
lwata, often suggested, power 
alone did not result in better 
games, and the pursuit of more 
realistic graphics was reaching 
a natural conclusion as proces- 
sors across the board were becoming 
capable of producing lifelike G-D imag- 
ery. One clue to Nintendo's evolving 
philosophy could be seen in the design 
of the GCN controller. The oversized A 
Button was a critical design element; it 
was intended to be the primary inter- 
face for player-game_ interactions—a 
single, often context-sensitive control 
that would be easy for new gamers to 
learn. Whereas everything about the 
PlayStation 2 and the Xbox was aimed 
squarely at teenage, hardcore gamers 
who loved the complexity of multibut- 
ton controllers and the bragging rights 
that came from mastering challenging 
games, Nintendo was beginning to see 
that there might be a world beyond that. 
After all, Mr. Miyamoto'’s magical garden 
was meant for everybody to enjoy. 








i's Bigger 
BE ae 


THE PERFECT GAME SYSTEM 


In retrospect, the GameCube wasn’t perfect—few 
things ever are—but Nintendo Power should be 
excused its editorial excitement. After all, the new 
console seemed to address all the criticisms of the 
N64: the technology was very good, the discs were a 
smart compromise that allowed for security while 
expanding game size, the controller was sweet and 
the WaveBird wireless controller was truly brilliant, 
and third-party developers were going to love it. It 
didn’t turn out to be the smash hit that Wii would 
become a generation later, but GameCube was home 
to many classic must-have games. 
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LUGI’S MANSION, 





With Super Mario Sunshine a 
few months down the road, 
Luigi’s Mansion was intended 
as the “Mario” game that would 
help boost the GameCube's 
launch. Like Super Mario 64 
and Super Mario World had 
done for previous Nintendo 
systems, Luigi's Mansion 
showcased some of the new 
console’s graphical razzle-daz- 
zle and made great use of the 
GameCube’s new controller. 





An EEBIf HIGH? OF FUHTR 
£82545 AND BETS Hit BF ¥a THE 


NINTENDO GAMECUBE’S DEBUT 


The GameCube’s official unveiling occurred at Nintendo's 
Space World event near Tokyo a little more than a year 
prior to the system’s launch in North America. The com- 
pact design and colorful case were meant to appeal to the 
Japanese consumer, and the unit’s handle suggested that 
the GCN could be transported easily, say to a friend’s home 
for a multiplayer match. The Game Boy Advance debuted at 
the same time, and much was made of its connectivity to 
the GameCube. But the big show-stopper was a demo of a 
work-in-development, a less-cartoonish Link in what was 
said to be the next Legend of Zelda title. 
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Nintendo Gamecube, inside and Gui 
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SUPER SMASH BROS. MELEE, 
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With more characters, modes, 
and trophies than the original 
Super Smash Bros., an orches- 
tral soundtrack, and perhaps ££ = ==. 
the best multiplayer fighting it Z ween Ls = | TROPHIES 
action ever, it’s little wonder = ghey | ee eeetenene tecmaek 
that Super Smash Bros. Melee = . ee 
kept selling for years, making 
it the all-time best-selling GCN 
game. Its popularity made it the 
focus of a number of major gam- 
ing tournaments, with winners 
taking home cash prizes. 
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THEY'RE LEAN, MEAN, LEAFY FIGHTIN’ MACHINES! THE PIKMIN 
ARMIES OF THE PLUCKY DRONES ARE RARIN' TC BATTLE GIANT 
BEASTS, BLOW STUFF UP, SNAG ITEMS ... AND PICK FLOWERS. _ 
THIS DEFINITELY ISN'T YOUR GARDEN-VARIETY ACTION GAME. | 
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SONIC ADVENTURE 2 BATTLE, 
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Sonic’s appearance on the 
GameCube was big news in 2002, 
but a hidden game feature made 
Sonic Adventure 2 Battle even 
more significant: players could link 
their Game Boy Advance to their 
GameCube and download a Chao to 
play with on GBA in a sort of mini- 
game Called Tiny Chao Garden. It was 
one of the first intriguing applications 
of GBA-to-GameCube connectivity. 
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SUPER MARIO SUNSHINE, 





Mario may have gone on 
vacation on Super Mario 
Sunshine’s Isle Delfino, but 
players had their work cut 
out for them tracking down 
Shadow Mario. Sunshine 
introduced a new world to 
the Mario series, and new 
mechanics such as dousing 
enemies with the FLUDD 
water sprayer. Unlike its 
predecessor in the series— 
Super Mario 64—Super 
Mario Sunshine didn’t estab- 
lish a new paradigm. Rather, 
it cemented the reputation 
Nintendo had for producing 
exceptional games. 
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THE LEGEND OF ZELDA: THE WIND WAKER, IR) VOLUME 165, MAY 2003, 


When the cel-shaded, highly stylized graphics for The Wind Waker were first revealed to the world, hardcore gamers were shocked. For 
several years they had been given sneak peeks of the GameCube Zelda title and its realistic graphic style. Link, it seemed, had finally grown 
up. Although the new graphics allowed for a better display of characters’ emotional states, some reviewers and players never got over the 
shock. That was too bad for them, because the game was a worthy addition to the exalted Zelda franchise. In the end, it was such a success 
that The Legend of Zelda: Phantom Hourglass for DS was developed as a direct sequel to carry on the story and the beautiful graphic style. 





VIEWTIFUL JOE, 





Viewtiful Joe was a tongue- 
in-cheek parody of video 
games and Hollywood that 
delivered a challenging and 
exhilarating experience. But 
Capcom’s platformer was 
something more than that; 
it marked the beginning of a 
return to the Nintendo fold 
for many third-party pub- 
lishers. Exclusive releases 
like Viewtiful Joe were a 
[2 4 proclamation that the GCN 
o_o —— / was worthy of investment 
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wh -. ‘ . and that it was a home for 
se gaming innovation. For the 
Nintendo faithful, that was a 
welcome message. 
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The GameCube version of 
Namco’s sword-fighting 

Soul Calibur Il triumphed in 
sales over the PlayStation 

2’s version by virtue of one 
character—Link. Link’s appear- 
ance reminded the industry 
and fans that Nintendo's 
franchise characters were a 
force to be reckoned with. 
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FINAL FANTASY CRYSTAL CHRONICLES, 


—— 








Square Enix’s Final Fantasy franchise returned to Nintendo consoles 
with this innovative offshoot of the series. Crystal Chronicles featured 
action battles and connectivity with the Game Boy Advance. Up to four 
players could connect their GBAs to the GameCube to participate in the 
game’s multiplayer co-op mode. 
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WARIOWARE INC. 
MEGA PARTY GAMES!, 


WarioWare: Mega 
Party GameS! combined 
many of the minigames 
first seen in the GBA’s 
WarioWare: Mega 
Microgame$®! with 
all-new four-player party 
games. The series has 
since made successful 
transitions to both 
Nintendo DS and Wii. 
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METAL GEAR SOLID: 
THE TWIN SNAKES, 





More evidence of good 
things to come for 
Nintendo was seen 

in NP’s preview of 
Metal Gear Solid for 
GameCube. Although 
the stealth action 
game revisited the 
plot and locations of 
the original Metal Gear 
solid, the development 
teams at Silicon 
Knights and Konami 
added new cut-scenes, 
overall graphical 
improvements, and 
some gameplay 
elements borrowed 
from Metal Gear Solid 
2: Sons of Liberty. 
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controller packaged with 
Donkey Konga was a sign of 
things to come. The game 
was driven by the realiza- 
tion that controllers are the 
gateway to experiencing a 
video game, and that some 
games—or perhaps most 
games—might be better 
served with a custom 
control interface than by 
mapping their controls to a 
standard set of buttons and 
control pads. 





KILLER/, 





lf the general 
perception of the 
GameCube was 
that it was a 
game system 

for children, how 
does one explain 
the appearance of 
Killer7° Suda51’s 
nightmarish vision 
and the game's 
mechanics were 
so unconventional 
that some players 
and reviewers 
just didn’t get 

it. But for those 
who were willing 
to embrace the 
bizarre, Killer/ “Vt is ony firm beliel that video games are the mast 


prove d that chatlenging form af artistic media we knows. és 
~SHTA SL firectar, Killer 7 


HONORE OUND AER RMR RAR MER ROM MEN EMME Te OMEN MINIT rn cnc vd 





BON HBC TCT COTE RNR ets 


creative game 
design was very 
much alive on the 
GameCube. | VOLUME 130, APRIL 2005 7 


MENTEROD PaNie ¢ Pt SS 5 st 





aq 
3 
= 
4 
= 
74 
= 
3 
4 
' 
: 
4 









50 


THERE’S NOTHING conventional about the Nintendo DS. 
Nintendo dubbed the DS its “third pillar” but “new foundation” 
might have been even more appropriate, because the handheld 
embodies the philosophy of inclusion and innovation that has driven 
both the DS and Wii to the forefront of the gaming and entertain- 
ment world over the past four years. 

A common thread that has run through most of Nintendo's 
video game history is that the most important part of a game Is 
not the character, the story, or the graphics, but the experience. 
The experience involves all those things, but it relles more than 
anything else on the gamess interface—the mechanisms for con- 
veying the player's wishes to the action taking place in the game 
world. The magic of the Nintendo DS is how it bridges the divide 
between human and machine, employing the sense of touch as well 
as those of sight and sound. In fact, 
the player's voice sometimes serves 
as part of the Interface. The Nintendo 
DS offers developers so many tools 
with which to touch people that it 
inspires innovation like no other video 
game system—except, perhaps, Wil. 
social experiences via Nintendo Wi-Fi 
Connection; simulations with true-to- 
life Control schemes; even nongam- 
ing applications that teach you to 
cook, speak a language, play music, 


















NINTENDO DS . 


or choose the right make-up have 
appeared for DS. 

When Satoru |wata first hinted at 
an upcoming Nintendo system, he 
mentioned that it had two screens. 
When the system's name was first 
revealed it was said that DS stood for 
both “dual screen” and “developer's 
system —suggesting that it was both 
easy to program and full of creative 
potential. But until gamers actually 
experienced the gameplay firsthand, 
they didn't get it. It took the magic of 
petting a puppy, talking to an opponent 
in another city, stitching up an inci- 
sion, and confronting a mystery in a 
village filled with puzzles; it took classic 
franchises to be reimagined and new 
genres to be born. And now, it seems, 
the world gets it. The Nintendo DS 
has changed the way we play games 
and the way we think about games. 
And maybe most importantly, it has 
changed who plays games, because 
today anybody you see on the street 
may well be a gamer. 
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Wireless Gaming Unleashed 
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TOUCHING IS GOOD 


Nintendo Power’s launch feature for the 
Nintendo DS touched on all the amazing 
features using examples both familiar 
(Madden NFL) and provocative (Feel the 
Magic: XY/XX) to explain just what it 


SUPER MARIO 64 DS, 





Nintendo couldn’t have picked 
a bigger title to explore with 
its dual-screened wonder than 





meant to reach out and connect with a 
game. Clearly the DS was full of potential 
waiting to be tapped, but only a few of the 
DS’s first generation of titles exhibited 
the same fearless spirit as the hardware. 
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Super Mario 64, which inspired 
virtually every 3-D action title 
that followed it. The handheld 
game included a multiplayer mode 
for up to four players, but its 
biggest innovations were in the 
main adventure, where players 
could control Yoshi, Mario, Luigi, 
and Wario—whichever was best 
suited to conquer a stage. 





MARIO KART DS, 


As perhaps the most beloved multiplayer series of all time, Mario Kart was the 
perfect choice to demonstrate the power and fun of Nintendo Wi-Fi Connection play. Spel eee eae eee 
Besides providing anytime, anywhere multiplayer action, Mario Kart DS offered one 

of the best Mario Kart experiences of the series. The map display on the bottom 


screen was a particularly useful feature. Mapping game environments on the second Cc ) [ [ y 


screen has turned out to be a terrific aid in many other games, as well, such as THE MAGAZINE 


Castlevania: Dawn of Sorrow. 





So you've got a new puppy. Now what? 
Toys « Accessories « Dog-Speak translator 
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Nintendogs may be 
the most important 
game Nintendo has 
ever published. It 
proved to the world 
(and to Nintendo 
itself) that the 
Nintendo D&S really 
could attract a wider 
audience than other 
systems had, and that 
such an audience was 
big enough to drive 

a title to best-seller 
status. In many ways, 
Nintendogs was the 
first title to fully real- 
ize the power of the 
DS; not only did the 
cute pups enjoy your 
touch, but they also 
responded to your 
voice! On the heels 

of the Nintendogs 
series’ success has 
sprung up an entire 
new genre of pet 
simulations, but 
none compare to the 
friendly original. 
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RESIDENT EVIL: DEADLY SILENCE, 





The-success of titles such as Nintendogs 
caused concern for some hardcore 
gamers who wondered if the world (or at 
least Nintendo) was abandoning them in 
favor of tame experiences. Resident Evil: 
Deadly Silence brought a bit of undead- 
driven terror to the DS and proved that 
Nintendo wasn’t turning their backs on 
seasoned gamers. 
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BRAIN AGE: TRAIN YOUR 





Brain Age and its sequel Ck Whats Sitimesgs 


have not only succeeded in ee 
me, 20 
both North America and a Oe 


Europe, but like Nintendogs 
the games have spawned an 
industry of copycats and 
created a new gaming genre. 
Perhaps no other titles bet- 
ter represent the broaden- 
ing appeal of gaming toa 
larger audience of first-time 
players. In a way, the adven- 
turous spirit that led to the 
creation of games like Wil 
Sports and Wii Fit can be 
traced back to the incredible 
success of Brain Age. 
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METROID PRIME HUNTERS, 


Nintendo Software Technology (NST) is Nintendo's 
development studio in North America, and the creator 
of Metroid Prime Hunters. The eagerly anticipated 
game was first seen by DS owners in a demo subtitled 
First Hunt. When the game finally released, players 
realized it had been worth the long wait. Not only did 
Hunters provide a traditional Metroid Prime-style 
first-person adventure, but it included the best mul- 
tiplayer deathmatch available for a handheld system 
and it pioneered the use of voice chat between players 
using Nintendo Wi-Fi Connection. 
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NEW SUPER MARIO 
BROS. 









NO NN aT SUS SOTO T TOT 2 (101 991199079) 


The first side-scrolling 
Super Mario Bros. game 
since Super Mario Land 2: 

6 Golden Coins (1992) was 
a long time coming, but 
New Super Mario Bros. 
thrilled SMB veterans and 
it captivated a generation 
of gamers who had never 
played the game that 
started it all. New Super 
Mario Bros. also demon- 
strated how versatile the 
DS can be, exploiting both 
2-D and 3-D graphic effects 
to create a look that is both 
modern and traditional. Like 
Super Mario 64 DS, New 
SMB included minigames 
and multiplayer modes that 
gave it greater replayability. 
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NINTENDO DS LITE, 
RELEASED JUNE 2006 


Taking styling cues from the 
Game Boy Advance SP, the 
Nintendo DS Lite looked slim- 
mer and more sophisticated 
than the original DS. It also 
delivered a much-improved 
gaming experience due to four 
levels of screen brightness 
that gave users the ability to 
adjust for any lighting situation. 
Other design tweaks, such as 
moving the power switch to 

: the unit’s right side, added to 
a = | , | the user-friendly nature of the 

. : S DS Lite. 
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POKEMON DIAMOND AND POKEMON PEARL, 
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COOKING MAMA, 





Titles such as Cooking 
Mama approach non- 
traditional gaming top- 
ics (cooking, surgery, 
courtroom drama), and 
in so doing bring the 
spice of variety to the 
DS library. Cooking 
Mama is particularly 
remarkable for taking 
what might seem to be 
i a mundane activity and 
turning it into a compel- 
ling video game. All the 
stirring, chopping, and 
hectic pace of adding 
ingredients seems all 
the more impactful as 
translated through the 
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THE LEGEND OF ZELDA: 
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it was 2n NES fan faverite 
hefore it became one of the 
Xbox’s defining games. Now 
ths Ninja Gaiden series is 
making a surprising jump 
te the DS. join us for a word 
with series designer 
Tomonobe tagaki, and an 
exclusive hands-on look at 






25 deere 


Se OO SY oy EY, 


sredeeare soy stepnnePeetSPeNeU STEPHAN recA beet te ase Aemge IADR ADEM IIA 


SEE RRR SA ORR ORE IE ESAS OSS 


touch-screen interface. 










NINJA GAIDEN: DRAGON SWORD, 





Team Ninja, led by Tomonobu Itagaki, wanted to bring famed 
ninja Ryu Hayabusa to a portable game system, and their 
desire to use a touch interface led them straight to the DS. In 
an interview with Mr. Itagaki in Nintendo Power, he reminded 
us that Team Ninja was announced as a DS developer early 

in the system’s lifetime. The result of the developer's labors 
was a radically unexpected and graphically brilliant action 
game—one that was played with the DS held vertically instead 
of in the normal horizontal orientation. Ninja Gaiden: Dragon 
Sword was another example of how the Nintendo DS inspired 
creative approaches and innovation. With the upcoming North 
American release of Nintendo DSi adding a camera and other 
features to the DS toolchest, game developers may find even 
more inspiration. 
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IN REAL life, whether youre throwing a bowling ball or slaloming 
down a ski slope, youre using a variety of muscles and experienc- 
ing sensory feedback. Bowling and skiing feel nothing alike, but using 
traditional video game controllers you might be able to achieve both 
actions with a press of the same button. Through most of video game 
history, players have felt a degree removed from the experience in 
the games. The beauty of Wii is that you feel your interaction with 
the game, and when the controls are well built the virtual Wii activ- 
ity actually feels like its real-world counterpart. You become part of 
the experience. Thats why playing is 
believing when it comes to Wii. And its 
why it was so important for Nintendo 
to include Wii Sports with the console 
so that everyone who had access to Wi 
would be able to experience It by engag- 
iNg In a familiar activity—tennis, baseball, 
bowling, golf, or boxing. Pack-in games 
had added to the value and served as 
showcases for new Nintendo consoles 


in the past, but none had the impact of 
Wii Sports. More than any title in video 
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game history, Wii Sports has reached 
beyond a single demographic; it is Wiis 
ambassador to the world. 

Not every game reduires a novel inter- 
face experience, though, and designers 
who wish to create a traditional control 
scheme have all the required tools at 
their disposal on Wi. The Wii Remote 
and Nunchuk offer flexibility to devel- 
Oopers and an unrestricted feeling for 
gamers. Of course, the interface isn't 
the only important part of a video game 
system. Wii offers a variety of experi- 
ences beyond gaming, and Its Channels 
format IS an easy-to-use avenue for 
exploring the world of Wii. Miis, for 
instance, were at first just fun charac- 
ters you could create and trade and 
utilize in Wii Sports and Wii Play, but now 
more channels and games are using 
them to personalize game experiences. 
With Internet access, photo editing, 
slide shows, and the Wii Shop channel's 
library of hundreds of Virtual Console 
classics and new WiiWare offerings, you 
can customize and expand your Wi- 
centered entertainment options how- 
ever yOu want to. 

Wii is built for expansion, not just on 
the Web but through accessories that 
provide additional ways to interface 
with games. We've seen many excellent 
peripherals already: the Zapper, The Wi 
Wheel, the Wii Balance Board, and the 
Wii Speak microphone arent just gim- 
micks; theyre the means by which the 
system expands to provide developers 
with new ways to connect gamers to 
their gaming worlds. When you put all of 
this together, it's not so surprising that 
Wii has become a global success. 








IT’S A REVOLUTION sere tc Ae a” | The View from Japan 
At the 2005 Game Developers i —— = you're in th — 
Conference, Mr. lwata let slip 


several tantalizing details about the Spread of 
tem that was th H 
ean decrecueoracroen \@ Revolution 


he didn’t spill the beans about the ———_——_—_ 


&& i felt Bke was touching the 


system's revolutionary controllers, 
he talked about Virtual Console, 
WiiWare (although not using that 
name), Wi-Fi compatibility, and = : —— 
backward compatibility with the - — — ae | a semtesownanm asses Di caiiianeaa a 
GameCube’s smaller game discs. le : sate Tecomecsecrace if We meckaion. 
He also said that the console would 
take an entirely new approach to 
the interaction between console, 
TV, controller, and Wi-Fi. 
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THE Wii EXPERIENCE 


The adage “seeing 

is believing” holds 
true when it comes 
to watching people 
play Wii. Nintendo's 
research turned 

up a stunning fact: 
people who saw 
others playing an 
active Wii game were 
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almost as excited 

| by what they saw as 

| the people who were 
playing the system for 


the first time. Even 
more amazing was 
research suggesting 
that almost everyone 
who either saw people 
playing Wii or tried it 
themselves wanted to 
own one. Those tidbits 
shed some light on 
why—even two years 
after its release—it 
can be difficult to 
find Wii systems in 
stores. The findings 
: led Nintendo Power to 
| 





_» Age Wil haan fan ye You bet. Nintendo's next 
--censele gives you a rect commetiion to the game. 
opening the way for interaction at a new level. tt looks 

= great. it plays great. And, yeah, i's a whole lot of far. 


show photos of people 
playing Wii games so 
that readers could get 
a sense of the active 
experience. 














METROID PRIME 


Wii SPORTS, 3: CORRUPTION 





Hy 
ul 












Nintendo Power 


spoke with Mark 
Pacini and Bryan 
Walker of Retro 
Studios, and Kensuke 
Tanabe of Nintendo 
* one year prior to the 
2 oe _ : ee | release of Metroid 
. Bae Py eesti tg semen Prime 3: Corruption. 
Even then the 
game was looking 
sharp, but it wasn’t 
ee Pe —_— = care tetas | until later in the 
ida: Twilight Princess asthegame : ary cee nase Be A , , | development process 

a ee rcneceadl La es anno ve cman I that Corruption’s 
24 BE Sereeeamar mages ioe oer — ; Wii controls were 
finalized. The title has 
since been credited 
with having the best 
first-person control 
scheme ever ona 
console, and the 
game was a brilliant 
example of how 
hardcore games—in 
spite of many gamers’ 
initial fears—would 
find a home on Wii. 
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THE LEGEND OF ZELDA: TWILIGHT PRINCESS, 


Few games have gone through as many radical changes during their development as The Legend of Zelda: Twilight Princess. The game’s 
spiritual beginning could be seen even before the Nintendo GameCube launched, in the realistic-looking GCN demo that everyone thought 
would be the next Zelda title. When The Wind Waker’s stylized, cel-shaded graphics were unveiled, it seemed as if that more realistic 

Zelda had evaporated. But Eiji Aonuma of Nintendo’s EAD development group hadn’t abandoned the idea of a more grown-up-looking Zelda 
experience. At first Twilight Princess was scheduled to be a GameCube-only title, but eventually it was released for Wii, with the GameCube 
version becoming available a month after the Wii version. Both versions were well received, but a few motion-based controls made for a 
truly balanced, beautiful, and stirring Zelda masterpiece. 











WARIOWARE: SMOOTH MOVES, 
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Wii CHANNELS 


When Nintendo 
Power first began 





its dedicated cov- 
erage of Wii 
Channels, the 

| focus was on 


Virtual Console 
titles. Almost two 
years later those 
titles are still mak- 
ing headlines, but 


: the focus is turn- 
ing to WiiWare’s 
: new content. 
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Mii, OH MY! ee Bruce Campbell 


One of the simple joys of Wii is the Mii Channel, 
where anyone can create their own cartoony 
avatar by combining and tweaking preset 
features such as eyes, noses, mouths, lips, 
and so on. Whether you create a Mii in your 
own likeness, model it after a celebrity, or even 
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conjure up a monster or alien, you can share * 
your Miis and play with them in games such ere Te EER 2 
as Wii Sports and Wii Play. The Check Mii Out RELBERR! 
channel gives people the chance to share their : i i H i . ; oe = 
Miis and enter them in popularity contests. oe Q 2 : ; 
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SUPER MARIO GALAXY, 





Mario literally went out of this world in his 
show-stopping Wii debut, Super Mario Galaxy. 
In his timeless quest to save Princess Peach, 
Mario visited dozens of galaxies, where he 
hopped from planet to planet and encoun- 
tered puzzles, challenges, and enemies. The 
Wii Remote controlled Mario’s Star Pointer, 
which allowed him (or Luigi if unlocked) to use 
Star Bits and Pull Stars. Special Mushrooms 
awarded Mario the use of the Bee Suit, the 
Spring Suit, and the Boo Suit, along with their 
helpful powers. The game’s co-op mode gave a 
second player control of an additional Star 
Pointer to help Mario (controlled by the first 
player) to gather Star Bits. Created by EAD 
Tokyo, Super Mario Galaxy quickly became the 
best-seller everyone expected, and it has won 
numerous awards, including 2007 Adventure 
Game of the Year from the Academy of 
Interactive Arts and Sciences. | VOLUME 220, OCTOBER 2007 3 - SUPER SMASH BROS. 


READY 
nEMASH! 


With just a month to go until 

y ; % E a ae aig dear 
finally hits, we look at the game’s | spate 
ig nMOST EXCITING FEATURES, 3 ——— 


plus a pack of all-new screens. 
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Look at the sight sky: distant stars, uncharted planets, and who knows 

what cise ie in the heavens. The depths of space are a piace of mystery 

and limitless potential, and this November they become yours to exgiare 

in ali their slory in Super Mario Galaxy. Combining the traditional piat- 

forming action that Mario is known for with the wonder and excitement 
— that have become synonymous with WH, Suser Mario Galaxy is the game 
— that Nintendo fans new and old have been waiting for. 
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Welcome te the Galaxy 
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Announced at E3 2005, 
Super Smash Bros. 
Brawl quickly became 
one of the most antici- 
pated Wii games. 
. Masahiro Sakurai, the 
#10 game's director, posted 
: regular updates on a blog 
for months leading up to 
the game’s release. The 
biggest revelation was 
that the dream of bring- 
ing together many of the 
gaming world’s favorite 
characters—not just 
those from Nintendo 
games—would be real- 
ized in Brawl. Finally gam- 
ers could answer ques- 
tions such as who would 
win in fight between 
Mario and Sonic. 
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NO MORE HEROES, | 


Goichi Suda (Suda51) of Grasshopper Manufacture has envisioned and 
directed some of the most imaginative video games in recent years, including 
titles such as Killer7 for the GameCube and Contact for the DS. No More 
Heroes was the most intriguing of them all so far, combining free-roaming 
elements with hack-and-slash action. Nintendo Power’s editor in chief, 

Chris Slate, described it like this: “Playing No More Heroes is like watching a 
Quentin Tarantino film—it’s a visceral, over-the-top love letter to some of the 
director’s favorite things.” No More Heroes helps showcase the versatility 
of the Wii. Travis Touchdown isn’t always swinging his Beam Katana; he rides 
a cool motorcycle, pushes a lawn mower for extra scratch, and collects 
coconuts. But when he does need to whack an assassin, swinging the Wii 
Remote to do the job is quite satisfying. KEIISEEENSTTSAyNera 
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SAMBA DE AMIGO, * 


The rise of music-based games such as Samba de Amigo, 
Guitar Hero, and Rock Band are a testament to the power 
of immersive controller interfaces. Rhythm games lose 


something when the challenge is just exercising your thumbs. 


Samba de Amigo and Wii Music are two cases in point. 
Moving to the music—something most of us do naturally 
anyway—suddenly makes you a part of the musical experi- 
ence of each of these titles. When you add in great tunes and 
colorful graphics the way Samba does, the game becomes a 
party just waiting to happen. 
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Wii FIT ss = VOLUME 229, JUNE 2008 KR 


The Wii Balance Board sold with Wii Fit may resemble a bathroom scale, 
and although it is as adept as the scale at delivering the bad news about 
your weight, it also bears good news in the form of Wii Fit’s fun activi- 
ties that will help you burn a few calories. Wii Fit includes exercises, 
yoga training, games, a virtual instructor, and even the ability to chart 
your progress as you work out over weeks or months. As an accessory, 
the Wii Balance Board provides a great new control experience for a 
whole range of games, such as snowboarding and surfing, and creative 
developers will likely find a host of additional uses for it. 
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ANIMAL CROSSING: CITY FOLK, 


wl 





Wii was built with the knowledge 
that future games might be 
enhanced by the supplemental 
controllers. Wii Fit and the accom- 
panying Balance Board are the 
perfect example of how powerful a 
Wii experience can be with the 
right controller. The Wii Speak 
microphone, which allows direct 
voice chat between Animal 
Crossing: City Folk players, not 
only adds a new dimension to com- 
munication-based games, but also 
presents new possibilities for 
developers who want to incorpo- 
rate a player’s voice into a game. 
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VIRTUAL BOY, ARCADE 
GAMES, AND MORE 


ALTHOUGH IT may seem as if Nintendo rose from the ashes 
of the video game bust of the early 1980s, the company had a long 
history in the entertainment business both in Japan and in North 
America. Prior to releasing home video game consoles, Nintendo 
experienced success with its arcade games and its handheld 
Game & Watch series. The Donkey 
Kong arcade game (released in 1981 
and designed by Shigeru Miyamoto) is 
one of the most storied in gaming his- 
tory, and in spite of the limited graph- 
icS and gameplay offered by Game WG 
Watch, the dual-screened units were 
notable precursors of both the Game 
Boy and the Nintendo DS. 

During the Nintendo Power era, two 
significant Nintendo video game sys- 
tems were launched—one for arcades 





and one for homes—but uncharacter- 
istically for Nintendo each met with 
only limited success. Nintendo Power 
reported on both the Ultra 64 arcade 
system and the Virtual Boy during 
their active lifetimes, So we would be 
remiss to not mention them in this 
Special edition. 

The N64-based Ultra 64 arcade 
system was a way to link the home 
console and arcade markets by offer- 
Ing both arcade and home versions 
of games. The HRare-developed Killer 
Instinct is the most famous exam- 
ple (and Killer Instinct 2 was later 
released, though for arcades only), but 
Midway also offered a home version 
of Cruisin USA based on its arcade 
game. Unfortunately, between the 
Increasing power of home consoles 
and their potential to create far great- 
er revenues than arcade machines, big 
changes were in store for the arcade 
business. Even though Killer Instinct 
enjoyed some success as a quarter 
muncher, it wasn't enough to keep this 
effort alive for long. 

The Virtual Boy may be the most curi- 
ous video game system ever to 
have been released. The table- 
top unit employed red LEDs and 
oscillating mirrors to generate 
3-D graphics on two screens 
housed inside a light-blocking, 
tace-hugging unit. Although the 
3-D spatial presentation was 
quite good, not many games 

were released for the system. 

several disk-based system add-ons 
should also be noted here. One, the 
64DD, was released only in Japan; It 
provided a read-and-write magnetic- 
disk player for N64, but it came late In 
the consoles life cycle and garnered 
little Support from Nintendo or other 
publishers. Only a handful of games 
were ever available for the 64D, and 
many that had been planned for it, 
such as EarthBound 64, never mate- 
rialized at all. 
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MOVEMBER, 1994 





VIRTUAL BOY DEBUT 


The Virtual Boy was rolled out for its first public appearance at 
Nintendo’s Shoshinkai event in Tokyo in November 1994. NP readers 
got a quick course in technology and optics as we tried to explain what 
the Virtual Boy was and how it worked. Unfortunately, no screenshots 
were available at the time. The difficulty of showcasing the system's 
3-D graphics may have doomed the Virtual Boy to an early retirement. 





VIRTUALBOYGAMES || _——_———iiilt a  —— 


Nintendo Power reported on 
several titles for the Virtual 
Boy, including Teleroboxer, 
Galactic Pinball, Red 

Alarm, Mario Clash, Panic 
Bomber, Vertical Force, and 
Waterworld. The first screen 
shots (although not shown in 
3-D, of course) appeared in 
NP’s pages in glorious black 
and red. 
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NESTER’S FUNKY BOWLING, 





aN UTM @ 


As the author of the long-running Howard & Nester 
and Nester’s Adventures comic strips that 

oa | appeared in Nintendo Power, | was as surprised as 
anyone to learn that our beloved braggart was going 
to star in his own video game. The fact that 

: ; . Nintendo Power’s mascot was appearing in a Virtual 
seecesencssscecceres ees : = Boy game hardly dampened my excitement, and the 
g SS er me TTS fact that | almost always got dizzy playing Virtual 
Boy games just made me consider how much of a 
challenge playing the title was going to be. One of the 
cool features in Nester’s Funky Bowling was its 
Practice mode, which allowed players to set up the 
pins in any formation to practice difficult shots. 
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IN THE preceding pages youve 
seen how Nintendo brought a new 
vision to the video game world; how 
Mr. Miyamoto's dream of creating 
interactive gardens filled with won- 
der and magic led to key decisions 
during the design of new products, 
such as the 3-D worlds of Super 
Mario 64 and the one-button inter- 
face of the Nintendo GameCube. 
You've also seen how Nintendo and other publishers and developers 
have experimented with new forms of gaming, and you've learned 
that some titles and platforms went through their own evolution- 
ary developments. Most of the games and hardware included in 
this special issue met with commercial Success, but some were 
overlooked by consumers and others were perhaps too forward- 





@ 20 YEARS OF NINTENDO POWER 


looking to be executed with the bells 
and whistles gamers expected. A very 
few were based on great ideas that 
just werent realized. Yet all of them are 
notable for exemplifying a vision of gam- 
ing that goes beyond the mundane— 
the creators intended their products 
to be significant. It isnt always a matter 
of being innovative, although the desire 
to try something new often drives 
game design. Just as frequently it is 
the desire to do something better than 
it has been done before, to create a 
more realistic experience, to challenge 
players more, or to touch people on a 
deeper emotional level. 








A HISTORY OF NINTENDO THROUGH THE PAGES OF NINTENDO POWER MAGAZINE 





As a game player and an industry 
observer for the past 20 years, I've 
seen all too many games that seemed 
to lack vision of any sort, and many more 
that fell flat in spite of grand ambitions. 
I've seen that sophisticated technology 
and big budgets are no substitute for 
vision, and that vision cannot be realized 
fully without the proper support. What 
is most remarkable about Nintendos 
many games and game systems Is that 
they consistently reflect the vision of 
the company, and as a result there have 
been very few losers. 
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